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AN AVALON HILU8PORTSILLUSTRATID MICROCOMPUTER ARCADE GAME 


.KNOCKOUT Is the trademark for 
AVALON HILL'S Microcomputer 
Arcade Game simulating the 
gentlemanly art of self defense, 
the sport of boxing. The game 
f can be played by one or two 
players or your computer can 
be set to play against itself. 


"Good evening, ladies and 'iHIr 

gentlemen. This Is Reith Saxon, 

with Ward Boxell, bringing | 

you yet another fight of the ‘ i 

century from the Micro Chip ■ fe 

Gardens. Tonight's match Is a 

classic confrontation between 

the unpredictable Game Player 

and the nearly robotic w i .y. 

champion. Atari 400/800. 

How do you analyse this match 
up. Ward." 

"Reith, decanted to its varitable 
essence the quintessential inter- ’ ^ 
rogative pertaining to this pugilistic confronta¬ 
tion is; Can Player, a boxer of consumate daring, 
tenacity and quicksilver reflexes, prevail against 
a champion with the automatonlc proficiency 
and cybernetic killer instinct of Atari 400/800? 
After considerable pragmatic reflection I have 
come to the conclusion that..." 


Each player, using the Atari joystick, 
controls the movement, arm position 

By manipulating your joystick you will 
maneuver your boxer back and forth 
across the ring, raise and lower his arms and 
assail your opponent with a devastating com¬ 
bination of powerful punches. All in only 16K! 

KNOCKOUT is an easily playable game that 
features detailed, high resolution, color 
graphics. Each player can control every action 
taken by his boxer with his joystick apparatus. The 
outcome of each match will be determined by 
your own speed and skill. It Is in your hands. 

Utilizing the sound and animated color graphics 
of your computer, KNOCKOUT is ready to run on 
your Atari 400 and 800 computer system with 410 
Recorder and a minimum of 16K memory. 


"Thank you. Ward. I'm sure that all of our listeners 
agree with your analysis. Now a word from our 
sponsors." 
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The Avalon Hill 
Game Company 
Baltimore, Md. 
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The Avalon HiH 
Game Company 
Baramore, Md. 






Dear Avalon Hill, 

I’m sending you this REG CARD from your_ 

game. In return I automatically get on your mailing list which 
means i’ll get new product info before the general public does. 

1. Game is: 

□ Too Simple □ Just Right □ Too Complicated 

2.1 enjoyed playing this game 

□ a) □ b) □ c) □ d) □ e) 

(a means you enjoyed it very much; e means not at all) 

3.1 heard about the game through: (check all that apply) 

□ Avalon Hill Literature □ Magazine Ad □ Newspaper Ad 

□ A friend □ Store:_ 

□ Gift □ Other:_ 

4. Point of purchase of this game: (check one only) 

□ Direct from Avalon Hill □ Computer Store 

□ Mail Order other than AH □ Other:_ 

5.1 own the following computers: (check all that apply) 

□ TRS-80* □ Apple ir □ PET* 2001 □ Atari* 800 

□ Other: _ 

6. My computer has the following: (check all that apply) 

□ 16K Memory □ 32K Memory □ 48K Memory 

□ Printer □ Disk Drive □ Other:_ 

7.1 would like to see more computer games: (check all that apply) 

□ Historical-Naval □ Historical-Air □ Historical-Land 

□ Fantasy-Science Fiction □ Sports 

□ Other: _ 

8. My favorite computer magazines are: 


‘Registered trademarks for Tandy Corp., Apple Computers, Inc., 
Commodore Business Machines, Inc. and Warner Communications 

Name_ Age_ 

Street Address _ 

Cityj_Occupation_ 

State_ Zip_ 


U7640 
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First-Class 

Postage 

Here 


micnocompuber games' 

A Division of The AVALON HILL Game Co. 
4517 Harford Road 
Baltimore, Maryland 21214 












AN AVALON HILL/SPORTS ILLUSTRATED MICROCOMPUTER ARCADE GAME 



For: Atari 400 & 800* ('I6K Memory Required) 


INTRODUCTION 


KNOCKOUT is a Microcomputer 
Arcade Game for one or two 
piayers, that simuiates the 
sport of boxing. Each player 
controls the actions of a 
fighter. Whether that fighter 
fights like a World Champion 
or a clubhouse reject is deter¬ 
mined by your speed and skill 
in operating your machine. 

It is entirely in your hands, 
enjoy it. 

1) LOADING INSTRUCTIONS- 

'tr“KROCKOUTTias been recofded'twice, once^ 
on each side of the cassette tape. REWIND the 
cassette and advance the tape so the brown 
magnetic portion is visible just to the left of the 
cassette head. 

2. Remove all cartridges from the computer 
(such as the BASIC CARTRIDGE). 

3. Hold down the yellow START key and turn on 
the computer. 

4. Press the PLAY button on the tape recorder 
and then press any key on the computer key¬ 
board. 


( 2 ) 


Trademark for Warner Communications 


Eaoh number represents one of 
the ways in which this game can 
can be played. These options are: 


(0) = The computer will 
direct the actions of both 
fighters with you as a spec- 
. (This option may be used to 
familiarize yourself with the game 
before you “put on your gloves.") 

( 1 ) = CNE player boxing against the 
computer. To operate the boxer you 
must plug a joystick into PCRT NUMBER 
CNE of your computer. When this 
is done, you will have control 

screen. The computer will control the boxer 
on the right. 


= Man to Man boxing. Two players are re¬ 
quired, one controlling each boxer. To 
operate the boxers a joystick must be plug¬ 
ged into both PCRT NUMBER CNE and PCRT 
NUMBER TWC. The joystick that is con¬ 
nected to PCRT NUMBER CNE will control 
the boxer to the left. The other joystick will 
control the boxer to the right. May the best 
man win. 


5. The program will load and begin auto¬ 
matically. 

2) STARTING THE GAME-After the program has 
been loaded, the computer will display instruc¬ 
tions on your video screen. 

2.1) To BEGIN the game, press the yellow START 
key located to the right of your main keyboard. 
When this is done, the two fighters will appear in 
the boxing ring on your screen. (The two fighters 
will walk to the center of the ring, tap gloves, and 
return to their respective corners to await your 
instructions.) 


2.3) After selecting the number of players, you 
must enter the number of rounds. Press the SELECT 
key, to the right of the main keyboard, until the 
number of rounds desired is displayed to the left 
of the word RCUNDS on your screen. 

2.31) In selecting the number of rounds, limits 
apply. Each match must have at least TWC 
rounds and no more than FIFTEEN rounds. Each 
round takes NINETY SECCNDS of real-time. (After 
each round, you will have THIRTY SECONDS of 
real-time to rest and consider your strategy- 
and maybe wish you had a cut man.) 


2.2) Next, press the yellow CPTICN key, located 
in the same area as your START key, to select the 
number of PLAYERS that will participate in the 
game. Each time that this key is depressed a 
number, either 0, 1 or 2, will appear to the RIGHT 
of the word RCUNDS on your screen. 


3) BEGINNING THE MATCH-When all of the input 
necessary in section 2 has been entered, you are 
ready to begin the match. To do this, press the 
START key to the right of your main keyboard. 
When this is done, the bell will sound and the 
round will begin. 


UNAUTHORIZED REPRODUCTION OF THIS GAME IN ANY FORM IS SPECIFICALLY PROHIBITED. WE CONSIDER ANY VIOLATION OF THIS 

REQUEST DETRIMENTAL TO OUR LEGAL RIGHT TO EXIST IN A COMPETITIVE BUSINESS ENVIRONMENT. ___ 
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3.1) STOPPING THE FIGHT-Any player may stop 
the fight before the number of rounds selected 
have been completed. To stop the fight, depress 
the OPTION key to the right of your main 
keyboard. This will allow you to reset the play 
variables that were selected in section 2. 


3.2) HANDLING YOUR BOXERS-Boxers are 

manipulated EXCLUSIVELY through your joystick. 
The diagram below shows the result of each 
possible joystick movement. 


(3.21) Raise Arms 


(3.22) Throw Punch 


3.23 

Move Backwards 
or Forwards 



(3.25) Lower Arms 


(3.24) 

Move Forward 
or Backwards 


3.21) When the joystick lever is moved in this 
direction the boxer will raise his arms. 

3.22) When the RED BUTTON on your joystick is 
pressed the boxer will throw a punch. 

3.23) When the joystick lever is moved in this 
direction the boxer will move. If you are con¬ 
trolling the boxer on the LEFT of the screen, the 
figure will move BACKWARDS. If you are in con¬ 
trol of the boxer on the RIGHT he will move FOR¬ 
WARD. 

3.231) Moving the joystick in this direction 
moves the boxers from RIGHT to LEFT, i.e. 
backwards for one and forward for the other. 

3.24) Moving the joystick lever in this direction 
will cause the boxer to move. If you control the 
LEFT boxer, it will move FORWARD. If you control 
the RIGHT boxer it will move BACKWARDS. 

3.241) Moving the joystick in this direction will 
move the boxers from LEFT to RIGHT, i.e. forward 
for one and backward for the other. 

3.25) Moving the joystick lever in this direction 
will lower the arms of your boxer. 

4) SCORING— In all matches, the computer will 
automatically score the fight giving ONE point 
for each punch that you iand. If no technical 
knockout (TKO) is scored, the player with the 
most points will win by DECISION. 

4.1) TECHNICAL KNOCKOUTS-To score a TKO a 
boxer must land a certain number of blows to 
the head of his opponent in a SINGLE ROUND. 
Only hits to the head will count towards a TKO. 

The number of blows to the head that are 
required to score a TKO vary. In a two player 
game 30 to 61 are required. In a one player 
game 30 to 93 punches are required. The actual 
number is determined randomly and is not 
disclosed to the player(s). 

4.2) The match will always be decided by either 
a technical knockout or a decision. There is no 
possibility of scoring a knockout in this game. 
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IF YOU CANNOT LOAD THE PROGRAM 

1. Check your equipment carefully to be sure 
that all cables and connections are correct. 

2. Re-read the section in your computer's 
manual that tells you how to load a tape. Try 
to load the tape again. 

3. Each program is recorded twice on the tape, 
one recording per side. 

4. If possible, load another program from a tape 
you know works on your computer. This will 
prove that your equipmient works. Try once 
more to load your game. 

5. The normal reason tapes will not load is tape 
recorder head misalignment. Your computer 
may be able to save and load programs on 
its own recorder, but be unable to read tapes 
made on a different recorder for this reason. 
Be sure your recorder heads are correctly 
aligned. Your local computer store or dealer 
can help you with this. 

6. If the program still cannot be loaded, send 
the cassette, with a complete description of 
the problem (what type of computer you 
have, what the computer says, if anything, 
when you try to load the cassette or play the 
game, and what you did to try to get it to 
load.) to: 

Avalon Hill Microcomputer Games 

4517 Harford Road 
Baltimore, Maryland 21214 

Defective cassettes will be replaced. 

YOU NAME IT, WE’VE GOT A GAME ON IT ... 

The Avalon Hill Game Company is the world's 
largest publisher of a great variety of strategy 
board games of skill. We manufacture over 100 
games; including wargames, sports strategy 
and statistical replay games, power politics 
games, adventure and role-playing games, 
and games on fantasy and science fiction. For 
complete information with pretty pictures, write 
the factory and ask for a game catalog on: 

□ Adventure Gaming 

(including war, SF, and fantasy games) 

□ Sports Gaming 

□ Leisure Time and Family Gaming 
Send $1.00 for each catalog ordered. 

The Avalon Hill Game Company 

Consumer Relations 

4517 Harford Road, Baltimore, MD 21214 


CREDITS: Game Design: Bill Hood 

Package Design and Art: Stephanie Czech 
Production Co-ordinator: Michael G. Cullum 
Rules Editing: Richard L. Snider 
Prep Dept. Co-ordinator: Elaine M. Adkins 
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